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Structure 


®The initial level design concept and the 
changes 

®The visual approach 

® How we kept the overview of Sandbox 
levels 

® Level design iterations 
® How we reached the end of the tunnel 






The concept and its change 






One Island 


A 3 6 9 12 15 18 


ABCDEFGH I JKLMNOPQRST 



® One Sandbox Island 
® No level loads 
® Streaming sectors 








































Three acts 


Act 1 Act 2 


Act 3 
















































Interactive 


objectives 


















































































































































... and a branching story 



® Captain Laurence Barnes 
® Sgt. Michael Sykes 
® Martin Hawker 
® Elliot Johnson 
® Frank Ramirez 
® Joseph Beck 
® Ryan Miller 
® Dr. Charles Baxter 
® Dr. Albert Lesko 
® John "Shark" Harper 
® Samo Chia 
® Anna Kirovski 
® Jennifer Michaels 
® Lt. Caroline Chang 
® Admiral Richard Morrison 
® Commander Robert Powell 
® Dr. Chen Hau 
® General Kyong 



























Character timeline 


5/4/2020 - 5/24/2020 
Player 


5/4/2020 - 5/24/2020 

i 


Barnes 




5/1 2/2020 - 5 / 15/2020 
Chang 

5 / 4/2020 - 5 / 24/2020 
Sykes 

5 /4/2020 - 5/24/2020 
Hawker 

5/4/2020 - 5/24/2020 
Johnson 


5/4/2020 - 5/24/2020 


Michaels 

5/7/2020 - 5/24/2020 
Ramirez 


5/9/2020 - 5/24/2020 
KirovsKI 

5/10/2020-5/24/2020 


Miller 5/12/2020 - 5/24/2020 


Baxter 


5/15/2020 - 5/24/2020 


Lesko 


5/17/2020- 5/24/2020 


5/6/2020 


Harper 


Feng 

5/8/2020 


5/5/2020 - 5/10/2020 
Lei 


Hati 


5/15/2020 -J^24/2020 
Alien l^eatle^^™ 


5/23/2020 -5/24/2020 
God Kv&nT 


5/12/2020 - 5/15/2020 
Morrlsoil 


5/12/2020 -5/15/2020 
Davis 


5 / 4/2020 


5 / 10 / 2.020 


Alien Ship Crashes Sphere Opens 

O i 

5/4/2020 5/1 D/2020 




5/17/2020 
Gamer Destruction 


5 / 24/2020 

Alien Ship Destruction 


=i= 

5/17/2020 



5/24/2020 








































The branching story Hydra 
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The branching story Hydra 


Game Flowchart • Act 1 
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Game Flowchart • Act 3 
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Game Flowchart • Act 2 
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The problems 



® Too complex in its design 
® Too tedious to work out 

® Took focus away from working on actual content 

® Sounded good in theory, but was it fun in 
practice? 





















The solution 
complexity 


Act 1 Act 2 Act 3 


Island 



Village 




Rescue 


Harbor 



Tank 




Mine 



Sphere 


Ascension 


Fleet 


reduce the 


® Reduce amount of 
levels 

® No streaming 
Sandbox island 

® ... but separate 
Sandbox levels 


























The solution - reduce the 
complexity 


$> Reducing the scope was necessary 

® ... but caused story issues requiring a full rewrite 


® Separating the levels with no interaction 
between objectives 

® ... made it unavoidable to rework most of the 
levels, since they were designed for one open 
island 







Reduced Complexity 



® Cut down and 
rework cast of 
characters from 18 
to 10 

® ... allowed for more 
screen time and 
focus 

® No branching story 

® ... allowed us to 
develop the 
characters more 
deeply 





















The visual approach 












Field Trip - Tahiti 


® Find out what it 
looks like! 





Mo'orea 



Tahiti Nui 
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Field Trip - Tahiti 


























Terrain and textures 





























The problems of inventing the 
camera while shooting a movie 


® Instability and broken modules 

® ... hindered progress on gameplay and AI 
development (Animation system) 

® Lack of reliable information about final engine 
capabilities meant 

® ... difficulty defining the scope of the game 

® ... few guidelines for level design in terms of 
engine performance and feature set 










































The famous presentation 
about the terrain... 
































Nature is not random! 

Analyze it and understand its rules 























...to prevent accidents 

































Art notes 
















































How to keep the overview? 






Abstract understanding 



® It's a game of 
freedom 

© Players game vs. 
designers game 

® But how to 
prevent player 
to get lost? 

© Objectives help 
the player find 
their way 















Abstract understanding 



® Gameplay obstacles 
for pacing, balance, 
entertainment and 
challenge 

® Prevent boredom 

® Gameplay focus 

® Provide variety 

® Stir up their play 
style once in a while 




























































Crysis - Overview 


Average 

estimated 

Playtime 


Environment 


Weather 


Time of day 


Main 

Experience 


Alien ship 


Vehicles 


1 

2 

3 

Island 

Village 

Rescue 


30-45 

30-45 

30-45 






Beach 

Jungle 

Jungle 
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Jungle 

River 






Sunny 




Dawn 

5AM 10 AM 
,/ Noon 

Noon 

10 am/ 

/ 4 PM 
Dusk 

Dusk 

/ 




Infiltration 




Strange 

Mountain 

Strange 

Mountain 

Strange 

Mountain 






«k. 





4 

5 

6 

Harbor 

Tank 

Mine 


30-45 

30-45 

30-45 




Beach 

Urban 

Jungle 

Plains 

Jungle 

Urban 

Quarry 

Mine 




Overcast 

Cloudy - 
Clouds 
around alien 
ship 




9 AM 
Dawn 

Dawn 

10 am / 

./ Noon 

3 PM 

Noon 

3 PM / , 
Dusk 

7 PM 




Assault 




Strange 

Mountain 

Broken 

Mountain 

Broken 

Mountain 




♦ 







7 

Core 

8 

Ice 

9 

Sphere 

10 

Ascension 

11 

Fleet 


30-45 

30-45 

30-45 

15 

30-45 






Alien 

ship 

Frozen 

jungle 

Frozen 

jungle 

Jungle 

Jungle 

Carrier 






Alien 

Clouds 

Snowy 

Heavy rain 
Heavy winds 

Heavy rain 
Heavy winds 

Thunder 

storm 



Retreat 


Defend 







Revealed 

Alien 

Revealed 

Alien 

Revealed 

Alien 

Revealed 

Alien 
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Iterations 
























Iterations 



® Idea/Concept 
® Layout 
® 1 st pass 
® 2 nd pass 
©Alpha 
® Final 







Idea/Concept 




Roaming pBtrols 


NOUN? AltiS 



ACT - 1 r Mission 9 

“Description" 

ftriti: 

1 








































Layout/1 st pass 












2 nd pass/Alpha 
























Final 




























Crysis 




_ 


_ 




® Reaching the end of the tunnel 







Where is my department? 


© Reconstructed level design team 
® Gameplay 
® Art and performance 
® Cinematics 














® Gameplay team 

® Mission design 

® Level flow, objectives, challenges 

® Minute to Minute gameplay 

® Nanosuit gameplay, AI passes, vehicle gameplay 

® Lead Level Designer 
® Level designers 
® Game designer 
©Technical designer 
® AI programmer 






Gameplay 


The Nanosuit 



® Extra dimension of 
choices 

® Player-expressed 
hero 

® Expressing Play 
style: Act, not react 


Feature IP 






























Implement the tools to use a 
feature 


® Not in the original 
design, 

underestimated 
production impact 

® Levels have to be 
changed to prompt 
feature use 
® Suit helpers 






























Provoking feature use 




































® AI guidelines 
® AI pass 
® Vehicle pass 










































Gameplay lessons 


® Prototype the core gameplay before 
starting the 1 st pass on the levels 

® Prepare guidelines derived from the 
prototypes 

® Discover the specialists in the team and 
utilize them 

® Keep level designer ownership 






Visual fidelity vs. technical feasibility 






©Art and performance team 

® First iteration - polish and optimization 

© Art director 
© 2-4 Level Designers 
©Technical Designer 
© Special Effects Designer 
©Art support as needed 

® Second iteration - performance 

© Senior Level Designer 
© Level Designers 
© 4 Artists 
© 3 Programmers 







Visual fidelity 














































Lighting and environment 


































Structures and detail 





















Terrain and decals 




























Visual lessons 


® Do not start an art pass too early (preferable 
after 2 nd pass) 

® Gameplay first 
® Structures first (1 st pass) 

® ... prevent resistance to change 






Visual lessons 


® Define lighting early (sun position) to fit to the 
direction the level is going to be played 

® Define matching colors at the beginning of the 
texturing pass 

® ... otherwise complete terrain repainting might be 
necessary 

® Due to engine limitation it was not possible to 
adjust afterwards 


® Use realistic reference 








Technical feasibility 


® Terrain optimization 
® Draw call limits 
® Physic/expensive objects 
® Flow-graph optimization 
® Missing or heavy LODs 
® Reducing diversity of specific objects 
® Checking/fixing/optimizing AI navigation 







Technical lessons 


® Setup limits and rules 

® Artist must follow those rules without exceptions 
® Design has to plan carefully 

© Focus on important parts/objects 
® Save memory/budget on unimportant stuff 
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Cinematics 

























Cinematic team 


® Lead animator 
® Cinematic designers 
® Storyboard artists 
® Writer 


_ 







® Motion Capture Studio 
® Internal animations and clean up 
® Voice recording 
® Sound remix 






The mystery boat 

















Key lessons 


® Fail early and iterate faster 
® Understand your priorities 
® Challenge your favorite ideas 
® Derive guidelines from your prototypes 
® Use your team smartly 





